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MANHUNTER 


HINT BOOK 






Introduction 


Greetings Mwhunrer. Are those Orbs getting you down? Are you 
lost in New York with no place to go? Cheer up' With this handy 
little book you'll be covering new ground in no time - hut first, 
some background. 

As you make your way through Mantiunter: New York, you will 
learn what the evil orbs are up to, discover secrets of the 
underground human movement and find yourself on the trail of a 
deadly killer. To make progress in Manhunter* you will do. use* 
or find things at various locations. Sometimes the solution is 
obvious - you would naturally use a crowbar to open a stuck 
window. Other solutions have clues in other parts of the city. 
Keep your eyes open. Search each location by moving your 
marker over every object that you see. If you get stumped, travel 
to the other locations in the city. The due you need may be across 
town* 

There is no score in Manhunier. If you make it to the end of the 
game, you’ve won. This him book will get you through to the 
end. If you have a problem that isn't covered here* feel free to 
contact Sierra's 24-Hour hint line at (209) 683-6858. 
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How to use o hint book 

If you reach a point where you can’t go any further* look through 
this book and find the day that you arc in and your location. Use 
your Adventure Window card by placing the red window over the 
patterned area to read your desired answer. Hints progress from 
mildly helpful to a direct answer. It’s best to read them 
individually, and in sequence. Be sure to read only those hints 
you really need. 

How not to use this hint hook 

The Orbs will not like it if you just scan through the book reading 
all the answers! You will lose a lot of enjoyment {and sleepless 
nights) In discovering the game. Read only those hints which are 
absolutely necessary , and us few of those as you can, 

(f you have finished Manhunier 

After you have “won" the game, we invite you to check out the 
hack of this book. It contains more interesting information. Rut 
be very cautious using this section! Don't even look at it until you 
have actually seen the end of Manhunter 

Thank you for purchasing Manhunier and this book, If you like 
this kind of game, let us know. Remember, the Orbs are watching 
you! 


Dave, Harry and Dec Dec 
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Day I 


I've watched the tracker so now what do 1 do? 1 




Rdkvuc Hospital 

I see the from of the hospital, what do I do now ’ 




I went through the hole in the wall, now what? 



1 


* 


l am outside the hospital again and I am not going back inside. 
What do I do now? 



Trinity Church 

I traveled to Trinity Church. How do 1 get inside? 



I am inside, now what? 
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You should follow the target 4 * trail by traveling to the locations 
lhai your target visited. 

To travel, select Travel from the menu or press F3. Position the 
marker over Bellevue Hospital and press ^■F.MfER^’- 


You need to find a way to get inside 

Move the marker around until it becomes an arrow 

Position Lhe marker over the lower right corner of the building 
and it will change into an arrow. Then press -CENTER*-. 

Move the marker around the screen. When it gties over 
something interesting, it will change shape and a message will 
appear at the bottom of the screen 

Position the marker over the cadaver's toe. 

Position the marker over the cadaver s face. 



You could select MAD from tnvenlory (or press C) + Select In Id 
and type in the name of the cadaver. 

You could travel lo the next location the target went to (Trinity 
Church), 


Position your marker over the from door and it will change into 
an up arrow. Press ^ENTER^ - . 


Position your marker over one of the candle stands and it will 
change into a magnifying glass. Press ^EN TER^ for a closer 
took. 


Position marker over the matches and press ^EN l‘ER^ to take 
one. 

Position the lit match over a candle wick and press CENTER► 
to light it. 

The candles have a secret that you will be able to solve later when 
you have more dues. For now though, go back outside and then 
travel to the next location that the target went to. 








Flat bush Bur 


[ am standing in front of the Flacbush Bar sn Brooklyn. What do I 
do now"? 



! am inside the bar, now what? 



There is a big bartender dude staring at me and 1 have a knife. 
Whal now? 



OK, I won now what is going on? 



I've played the game and won. Yvhai do I do now? 
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Prospect Park 

I'm at the entrance to the park (ihe Triumphal Arch). What now? 



I'm at the reslnxtms now WTnat do I do here? 
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Position the market between the arch and it will change Eo an up 
Position the marker over the door and press 'CENTER*- to go 1 arrow Press CENTER ►. 
inside. Be careful, danger lies ahead,,. 


Position ihe marker over the video game and press CENTER ►. 


You need to prove your worth to these thugs by winning the knife 
game. 

The object is to get one knife in each finger gap without hitting a 
finger or going outside the hand area. 


Watch closely as he gives you the secret signal. 



You have now proved your worth and can play the video game 
without inter nipt ion. 


Go inside and check things out. 

Go to the stall that the target went to, (The last one in the lady's 
room ) Sit on this commode. 


There is something you should do now _ Can you figure out what 
It is? 

Remember the secret code that the bartender gave you after the 
knife contest in the bar? 

Flush three times. 


What you need is a map. 

You've seer the map to the sewer already, why don’t you use it? 


Go outside and travel to the next location that your suspect went . 




I found my way out of the sewer and I've got 12 keycards. What 
do I do now? 



What is this, some kind of medal? 



Where do 1 go from here? 
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Coney island 


I am at Coney Hand, what do I do here? 



So J have played alt the booth games, what do J do next? 




nj 
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The huckster keeps looking at me alter I knock over the secret 
combination. What is (hat about? 
































































































The video game maze that you saw back al the Flaihusb Bar is the 
map to the sewer maze! You start in the same spot as the man in 
the maze game starts. Before you Find your way to the end, go to 
each area in the maze where there is a magic square. At each 
magic square location you will find a key card. You should have 
12 keycards when you get to the end of the maze. 



Hie re is only one place you can go here. Can you tind it? 

Fashion your marker over the booths on the left. When the 
marker changes, press CENTER►. 


What is that shiny thing on the dock? 

Position the marker over the shiny thing or (he dock. When it 
becomes a magnifying glass, press CENTER► 


h is called a medallion. Position the marker over it and press 
^ENTER^ to take it. 


Look out the cave bv positioning the marker over the cave and 
pressing CENTER ►. 

What you see in the distance is your due as to where you should 
go next. 



The ferns wheel that you see in the distance is at Coney Island. 
Travel to Coney Island . 


There is definitely something you should do here! 
DorTt those kewpie dolls took familiar? 


Remember ihe instructions to the video game in the bar, “the 
correct path leads you to the kewpic dolls...”’ 

When you take the shortest path to the end of the maze in the 
video game, you will pass over three magic squares that will 
trigger three balls to be thrown that will knock over three kewpie 
dolls. Knock over the same three kewpie dolls in the same order. 


Knock over the third doll on the top shelf. Then the second doll 
on the second shelf arid finally the fourth doll on the bottom shelf. 


Show him what he wants to see! 


It you show him the medal Lion, he will know that you are on his 
side and give you a data card. 






Day 2 


I 've watched ihe tracker for day two, whal now * 



Grand Central Terminal 

Here l am at Grand Central, what do I do? 



Wretched Excess 

I'm trying to get inside but the blue dude won t let tnel 
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I’ve made it past the first three punks but the fourth one gets me 
every time. What do E do? 



I'm inside now but I don 't know what to do. 









































































Travel to the first place your target was, at (Grand Central), 


Position your marker over the activity al the lower left of the 
screen and press NITERS, 

Chock out the activity and then travel to the nest place your target 
went (the Wretched Excess in Greenwhich Village!, 


FirsL position your murker over the blue dude tu gel his name 
Open MAD {press C), select info and type in Louis Redman, 
Select Exit and then press C to dose MAD 

You will have to find another way to get iitside. 

Position your marker over the alley and press ^ENTERS 

Go forward but be alert, danger is near. 


Watch his arm closely. Whenever he lowers it, jump up. 
Whenever he raises it, duck down. When you go forward, save 
your game so that it you do get killed, you don t have to start 
from the beginning. 


You need to tap the shoulder of the target you have been 
following. Be careful though, the rest of the audience came for 
the music and won't appreciate it if you bother them! 

Which one is the target you arc tracking? Think about it for a 
minute and if you can't figure it out. I'll tell you. 

The members of the audience at the Wretched Excess are wearing 
their designer robes. The target you arc looking for just ran in 
here off the streets to hide alter breaking into Grand Central 
Terminal, If you still can’t figure it out, look at the next answer 
and we will spell it out for you! 

The target is wearing (he brown robe. Get ready to grab the 
key card that she drops 1 . 


You should have 13 key cards now, If you only have 12. go back 
inside and get the last one. 

If you have 13 keyeards, open MAD- Select l rackcr, Tag the 
second target by positioning your marker over the middle target 
and press ^ ENTERS, 







Vcnd-o-DcIi 



Central Park 


I keep dying at (he park, what gives? 




n 
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Go inside and look at the bulletin boards. Which note did your 
target leave? 

You don't liavt; enough dues yet to determine which note he left, 
but you will soon. Travel to Central Park, 


There is only one safe path through the park. 

Look at the tracker and outline their path on the map of Central 
Park that was enclosed with the game. Put an X at every spot that 
they stop at. Close the computer and use your map to find your 
way through the park. 

If you still can t find your way through the park, use your 
Adventure Window card to locate the correct path. Be sure to 
take the crow-bar when you find it. 



1 found another corpse, what should II do now? 




Vttid-o-Ddl 

I traveled back lo the deli hut now what? 
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Position the marker over his head and press ^ENTER^. 
Position the marker over his forehead. 

Back up. 



Position the marker over the staff on the ground next to the body 
and press CENTER►. 

Notice the name on the handkerchief iH. Osborne). Also notice 
the name Anna. 

Back up. 

Notice (he word the corpse tried lo write on the rock. 

What he tried to write on the rock is the last name of his 
murderer! 

What do you think is his first name? 

The answer is on the data card. Select Data Card from Inventory, 
Still stumped? J would say that the murderer is trouble. 

Phil is trouble. 

So Phil is the murderer's first name and his last name is Coo 
something. 

We give you another clue to the murderer s last name right after 
you look at the sign at Strawberry Fields, do back and look 
again, 



Don *i get your goose ' ‘cooked' H ... The last name of the murderer 
is Coo,..k! Phil Cook! Open MAD, select Info and type in Phil 
Cook, Then travel back to the Pdi. 


Go to the bulletin board ihat the suspect went to. If you forgot, 
use the tracker to replay that scene. 

It was the bulletin board nearest the back wall. Go there and find 
I he note dial H. Osborne left. 

It is the only note that is signed by a name starting with an H. 
(Harvey). 

The dead man in the park is Harvey Osborne! Open MAD. select 
Info and type in Harvey Osborne. Select Repeat and type in Anna 
Osborne, Anna Osborne is Harvey's wife and the target you 
tracked on day 1. 


She is the one that set the bomb at the hospital lo sec what was 
going cm inside. Then she hid something at Trinity Church, She 
went to the fiat bush bar to copy the maze. At the ladies room at 
Prospect Park, she used the three-flush code lo get to the sewers 
and dropped the medallion on the dock before leaving in her boat. 
The next night. Anna, her husband Harvey and someone else 
broke into Grand Central to steal a maintenance robot. Then they 
split up and Anna went to the Wretched Excess to hide, That is 
when she knocked you out. Then she returned home (W. 82nd). 





W, 82 nd 

Here I am at W. 82nd. Should I go inside? 



I've seen llJI l want to see here! Where to now? 
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I am ai the museum but how do I get in? 



But the back doors are hacked! 



I’m inside but which way do I go? 



American Museum of Natural History 












































































































































Meanwhile, Harvey went to Vend-o-Deli to put a note on the 
bulletin board, Here he met up with Phil who he thought was a 
friend. Phil lured him into Central Park, where he murdered him. 
And you still haven't found the stolen robot! 


Position the marker over the right side of ihe building, When it 
becomes an arrow pointing to the right, press ^ ENTER*-. 


Open MAD and select Tracker; At Grand Central, tag the third 
target. 

When the third target gets to the American Museum of Natural 
History, trace his path on the diagram of the museum that is on 
the map that was enclosed with the game. Travel to Harvey and 
Anna's apartment on W. 82nd, 


Yes! Go inside and position the marker over the sack on the floor. 
Take the key and then back up. 

Press the button on the buck wail by the door. 

Position the marker over the body and press CENTER*-. It 
looks like Phil got here before you? 



Usually you use a key to open a lock. 

Select the key from Inventory (the one you got at the GsbumcN 
apartment). Position the marker over the open door and press 
CENTER* to enter. 


Follow- the path that the target in the Tracker took. You should 
have drawn ii on the diagram of the museum Lbai is on the map 
that was enclosed with the game. 

Or you can follow the arrows. 



Travel to the museum. 







1 found my way to Ihe big wooden door How do 3 gel through 
here? 
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1 gol the big door open T should 1 keep going? 



Well,. I found the scoten maintenance robot, what a mess.' How do 
I gci out of here? 
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You must have something you could use to move that heavy 
crossbar. 

Maybe something you found in the park? 

Select Crowbar from Inventory. 

The creature thinks you are working for the orbs. 

Maybe you could show him something that would make him think 
you are friendly, 

Show the creature the Medallion, 


Go forward until you get to the end, 


You'd better look around before you go! 1 
Look at the diagram on the blackboard 
Look ai the dead man's arm. 

Take the module and draw a picture of the tattoo on bis upper 
arm. 

Select Travel. 


Anna, Harvey and the dead man at the museum were the three 
targets that broke into Grand Central Terminal. They wanted to 
see w hat the orbs were biding in there and why it was off limits. 
They also wanted (o steal a maintenance robot to get the module 
that was inside it. Then, the dead man in the museum took the 
robot to a secret room at Che end of ihe museum. Just as you 
caught up with him. he was taking the robot apart to get to the 
module and it blew up. 






Day 3 


I’ve watched the tracker * what do 1 do now? 



I've found (he dead orb, what now? 





Trinity Church 


I am back at ihe church. What's new? 



So 1 am at the correct candles, now what? 
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Aha, I've found the secret compartment, what do I do now? 



Theater in Times Square 



3 am inside the theater now. which way do I go? 



Now J am inside the office, so what? 























































































Travel to Greenwood Cemetery. 

Look closely for clue*. 

The dues are on the tombstone that is at the end of the grave that 
I he orb is planted! on. 

The clues are Tim Jones and that he is survived by his father, Tim 
Jones is not in info because he is deceased. Reno Davis was in 
info because the orbs didn't warn you to know that Reno is 
deceased. Travel to Trinity Church. 


Go to the same candles that Anna went to on day ! 

Go to the candles on the left side. 

You have seen the clue for the candles, use it! 
Remember the tattoo on the dead man in the museum? 


Light the three candles that are indicated by the tattoo (the first 
candle on the lop shelf, the third candle on the middle shelf, the 
fourth candle on ihc bottom shelf!. 


Take the module. 

Notice the three symbols on the door to the secret compartment. 
(Cross on the front, star, and the horizontal lines with one vertical 
on Lhc inside.) Travel to the theater in Times Square. 


Before you go inside, did you notice (he poster on the wall? 
Position the marker over the poster and press -CENTER►. Then 
press ENTERS again to back up. 

Position the marker over the front door to the theater and press 
+ENTERS 


Go through the office door on the right wall. 


Position the marker over the small pictures on the right side of the 
back wall. Whoever "s office this is apparently has a son. 








I found the hidden safe but I have no idea what the combination 

is. 


Abdul's Paw n Shop 

Should 1 go inside Abdul's Pawn Shop? U looks dangerous! 



I've found Abdul but 1 keep losing my head. What am I doing 
wrong? 



I am in a dark corridor, what now? 
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I can't figure out the combination to the first picture! 




I can’t figure out the combination to the second picture! 






I can’t figure out (he combination to the third picture! 








































































































Position the murker over l he big piety re on the left side of (he 
back wall and press CENTER ►. Then press ^EN r FER^ - again 
for a dose up of the cypher lock. 


Thai’s because you haven’t seen that due yet! Travel to Abdul's 
Pawn Shop. 


It ls dangerous but go inside anyway! 


You need to select the right combination of badges to show Abdul 
that you are friendly, 

Do any of the badges look familiar? 

Pick the three badges that match the symbols on the door above 
the candles in the church (cross, star and horizontal lines). 


Look at (he sign above the door. 
Look at the picture on the wall. 


If you press the right combination of buttons, you will open the 
door. The answer is in the picture. 

t There are two numbers in this combination. 

Sometimes it helps to stand on your head, 

b 

Look at the picture upside down. Look at the shadows. 

The answer is 4-1- (The tree shadows spell out these numbers 
when you look at them upside down.) 

There are four numbers in this combination. 

You won't find the numbers hidden in the picture. 

You don't count anything in the picture. 

What holiday does the picture represent? 

( When is Halloween? 

Halloween is on 10-31. The secret combination is 103 L 

I — 
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Should l go near the dead body? 



i 

I 
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I finally beat Phi!E What is my next move? 



Theater in Times Square 

Here 1 am at the theater again. What should 1 do? 
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Look ul these numbers 1234567890 and then look at the picture 
again. 

Look at the arrows. The first arrow points to the left of the three, 
the last arrow points to the right of the three. What is to the left 
and what is to the right of a three? (2 arid 4.) 

The math is in the middle. 3 + 3 - 6. 

The answer is 264, 

There are three numbers in this combination. 

The answer is in the vase. 

Look at the dead twigs. 

Count the branches on the dead twigs. 

The answer is 425. 

Of course! 

Notice the P on his forehead. Looks like Phil has been here just 
ahead of you. 

Don‘t back up until you know the corpse’s first name. 

Look at his lapel. 


His name is Harry , 


Go to the only place you can go. around the corner. 


Watch his knife hand. When he drops it, jump. When he raises il. 
duck. When he moves to a neutral position, punch. A defensive 
move will override an offensive move so if Phil moves his knife 
hand after you start a punch, select the appropriate defensive 
move (jump or duck). Be patient and you will soon defeat him! 


Pick up the note he dropped. 

Can you think of somewhere you might be able to use this 
number? 

That’s right, click the opening in the ceiling above the ladder and 
then travel to the theater in Times Square, 


If you forgot the number on the note, open MAD, select Info and 
type NOTES, Write down or remember that number and close 
MAD. 





The Umpire Slate Building 

I am in front of the Empire State Building. How do l get inside? 




I'm in front of the computer but ii doesnh seem to be working. 
What do I do? 


I give up, whut's the password? 
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I have gained access to the computer but should I continue? 



What arc the four sites and what are the correct settings? 



OK, I am done using the computer, now what? 
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Go to (he safe and type in the code fit43?69). 

Take the note in the safe. Travel to Phil's address, (the Empire 
State Building), 


Position the marker over the front door and press CENTER ► . 

Position the marker over the computer on the table and press 
CENTER*. 

Turn it on. 

Position the marker over the on'off switch and press CENTER► 
to rum it on. 

You found it in the safe in the theater. 

The answer is UCUCC. 


You probably shouldn't, but do it anyway! Position the marker 
over the Continue button and press ^ENITER^. 

Alpha. Beta, Gamma and Delta are the code words for the four 
orb strongholds in the city. You can get in formation on these sites 
by clicking the appropriate boxes. Try to figure out the location 
of the four sites and to make changes that will help your quest. 


Alpha is Bellevue Hospital. This is where the orbs are convening 
humans into a food source! Assign the guard robot hall security. 

Beta is Grand Central Terminal, This is w here the orbs are hiding 
and repairing their spaceship fleet including the Mothership. 
Remember Harvey's note that he wrote after breaking into Grand 
Central? "We saw the mother,.." 

Gamma is the Statue of Liberty, This is where the orbs arc 
generating the red gas that colors the sky. makes il easier tor the 
orbs to breath and makes humans sluggish and easier for the orbs 
to control. Assign the guard robot to Ground Patrol, 

Delta is the Empire State Building, Ll houses the Orb Alliance's 
Main Cosnpuler. 


Select Quit until you back away from the computer and are 
standing in the office. Then save your game! 





[Ve watched myself use Phil 's computer and then saw myself go 
home, I don't want to be transferred to Chicago (and end up like 
Reno Davis!), I need 10 do something quick. Help!' 



27 


Harr> 's Apartment 

1 am at Harry's apartment hut haven't found anything useful. 



Bellevue Hospital 



Now I am stuck in a room with a big pile ot Danes! How do I get 
out of here’? 
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Selctt Travel. 


Press Repeat A signal will enter the screen from The port ai the 
bottom of the screen. Position your marker over that signal and 
press ^RNTHR ► to lag it. If you lose sight of iu press Repeat 
and try again. 


Remember the dead man under Abdul s Pawn Shop! Did yon 
figure out his name yet? 

You found his first name on his lapel (Harry), What is his Iasi 
name? 

Remember ihe dead orb at Greenwood Cemetery? That orh was 
killed by Harry after the orbs kilted Many’s son. In defiance. 
Harry placed the orb shish-ke-bob on his son's grave. Then he 
went to his office at the theater in Times Square and pul the secret 
code to Phil's computer in his wait safe. Later, he met up with 
Phil who led him to the pawn shop. Under the pawn shop. Phil 
murdered Harry to gel the combination to his safe. It was right 
after that occurred that you caught up with Phil. 

The name of I he son is Tim Jones. The name of the lather is 
Ham Jones. Open MAD, select Info and type Harry Jones, 

Travel to Harry's apartment. It is at the south tip of Manhattan 
Island, 


The diagram on ihe blaekbtiard at ihe end of Ihe museum was a 
map of Harry‘% apartment and indicated where something useful 

LS. 

There is something useful at ihe radio! 

Maybe there is something inside the radio. 

When you are looking at the radio, use the crowbar, 

Take the module. Then travel to Bellevue Hospital. 


Go inside the same way you did before. If you used Phil’s 
computer properly, ihe robot guard should be gone! Go through 
Ihe doorway (hat the robot is no longer standing in. 


Position the marker over the air vent above the bone pile and 
press ■CENTER*', 






How do l get rid of this screen? 






What do I do at the control panel? 



I am in a climbing maze. How do 1 gel out of here without getting 
hit by a jolt of electricity? 


air,* * * 


I am outside the hospital again. Where do 1 go now? 



Grand Central Terminal 

1 am in front of Grand Central, what now? 




I am looking at the ship's cockpit but nothing seems to be 
working. 
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You will need to pry it out of there. 
Select the crowbar from Inventory. 


Wait until the guard robot leaver If he doesn t leave with the orb, 
you didn't program him comedy in Phil s computer. 

After the guard robot leaves, position the marker over the control 
panel and press ^EN FER^, 


Take the module l 

Position the marker over the red handle and move it up or down 
to get the belt moving. Then position the marker over the top of 
the ladder until it turns into an up arrow, press CENTER►. 

If you moved the handle the wrong way, you will get another 
chance to move it the other direction. 


There are no tricks here* you just need to avoid the jolts of 
electricity and try to find your way to the window. Save your 
game often and then when you die you can restore your game 
instead of starting over. 


fravel to Grand Central Terminal. 


Go to the vent that was damaged earlier. 

The repairs are complete. How are you going to get through 
here? 

Maybe you should try to pry the vent hack again. 

Select the crowbar from inventory, 

Position, the marker over the ship and press CENTER► to go 
inside it. 

The ship needs four things before you can turn it on. 

Select the four modules from inventory. 

After the modules are in. find the power button and press it (just 
to the left of the view screen), 




The power is on now* what next' 1 



rve died more times ihiin 1 care to count, what is the right thing to 
do? 



I've taken off hat can't find the exit. 



In the Spaceship 

I saw Phil take off in his ship and I’m in the cockpit of my ship. 
What do I do now? 


Read) to Ifimib 

I am ready to bomb something but don’t know what to bomb. 



32 



















































































This would be a good place to save a game, 

Several buttons are active now. Try pressing some of them, 


You need to dose the hatch first thing. Press the hatch button. It 
is the middle one at the bottom. 


You need to upon the exit door on the right wall before you take 
off, If vou have taken off without opening the exit door first r land 
the ship on the pad that it took off from. Then you will have the 
opportunity to open the exit door. 


Make sure that the four bombs arc armed. They are just right of 
the view screen. It they are not lit up, press the switch at the base 
of the four lights. 

If the viewsereen is not on. press the button below at. 


When the view' screen as on. position the marker over the screen, 
and press CENTER► for u doscup- 


You have four bombs and there are four targets for you to bomb. 

The four targets are die four nrb strongholds that you learned 
about when you used Phil’s computer. 

Your four targets arc: 

1. Alpha: Bellevue Hospital, The orbs are using the hospital to 
experiment on using humans as a food source and most of the 
orbs are concentrated here. 

2, Bela: Grand Central Terminal. The orb Beet of spaceships 
are stored here, including the mother ship, (Remember 
Harvey's note in the deli, "We saw the mother...") 

V Gamma: Statue of Liberty, This is where the orbs make the 
red gas thtu they pollute the atmosphere with. (Remember the 
data card message. "Destroy the Lady, J+ ”> 

4, Delta: the Empire State Budding, The Orb Alliance 's Main 
Computer is located here. 

If you don't know where the Statue of Liberty, the Empire State 
Building, Grand Centra] Station or Bellevue Hospital is, you can 
find them on the map that was enclosed with the game. 

After you bomb the four sites, you have smashed the orb' presence 
in the city and made it safe once again for humankind! 




AFTER THE END 


This section contains information about things you may not have 
seen while playing the game and other useful information 


After ‘"the end” of the game, did you try: 
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Crowbar: Behind the green hush in Central; Park. 


Did you die a! Bellevue Hospital a Her lookmg at the face of the 
cadaver? If not. look at the face and don't hack up. 

Did you die at Abdul s Pawn Shop? If not. sdeci a wrong badge 
from Abdul. 

Did you die at the hands of the creature in the museum? It not. 
just don’t show ihe creature the medallion 

Did you die at the Flatbush Bar 1 If not, throw a knife and hit the 
bartender on the finger. 

Did you get thrown oui at the Ratbush Bar * If not, throw a knite 
outside of the bartender's hand area. 

When using Phil's computer, set the Gamma Security to Air 
Security, Then try to bomb the Statue of Liberty. 

When using Phil’s computer, did you select internal security and 
watch yourself get zapped? 


Modules: 

Module A: Behind secret door at Trinity Church. 
Module B: In the dead man's hand in the museum. 
Module C: In the radio at Harry Jones’s apartment. 
Module D: In the control panel in Bellevue Hospital. 


Medallion: On the dock in the grotto at the end of the sewers that 
are under the restrooms at Prospect Park. 

Key cards: 12 are in the sewers under the Prospect Park 
restrooms. Anna has one more that she drops when she hits you in 
the Wretched Excess. 

Datacard: You gel the datacard from the huckster at the kewpic 
doll booth at Coney Island. 

C onbination to the w all sale at the theater: Phil drops it when you 
punch him under the pawn shop. (8437691 

Access code to Phil’s computer: In the wall safe at the theater. 
(UCUCC) 

Combination to the candles: The tattoo on the dead man’s arm at 
the end of the museum . 

Map to (he maze under the restrooms at Prospect Park: It matches 
the maze on the video game at the bar which is also included on 
the map that was included w-ith the game. 

C ombination to the kewpic dolls: Take the shortest correct path to 
the end of the video game in the bar and you will knock over three 
kewpic dolls. Knock the same three over in the same order. 

The key to the museum: In the sack in Harvey and Anna’s 
apartment. 

The combination to get past Abdul: The correct symbols to pick 
are on the secret door in Trinity Church. 








WALK THROUGH 


Don t read the following area unless you have finished and warn 
lo learn the most efficient way to complete the game or unless 
you've given up because you think the game is too hard and just 
want to be led through it. It is more fun to use the hint section first 
but this way is faster. 

Note: Usually ihc spacebar will work in place of -*ENTER^. 
Watch the tide page sequence. (It will repeat when done.} 

Press CENTER► 10 begin ihe game. 
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Alter die crt speaks ns you, prew 

WuctlbMlI Wtanhnmtcf 0 j»ni wmipww and ALB*! is on lit scrwu Press 
Read the mcuagc uod press CENTER*- 

TW veil &* urgci o i he pennn Uui yew are urwrkin? Aj**y* snecb v/here targets pn ml *ttu 
they do litre. 

■a ji.n rite urger luartit the lT*ckrr ends Press '•El'eTER^' u> nMurn » the main me™ mi 
«l*M Trvter again. 

After lit t*rp* team the IwnpiTil. wHl i*wii hack Jim see the btfffl a*i the city risip A* 
-oon as you moth back. prcvs C to dot* the ccsmpuaer 

No* you arc k*+wg at ehtc travel map Locstums that you hit auUhoneeJ In iravfcl m are 
inJk iwJ by a Nmktnu wpi**:. Your current ktiEttwi is iadfcmd by m X Tit hluej'rest otek 
w the murker. 

Move lit riurket dcnso unul n bits lit boeiooi of the-sciwti □«! at «otl flip to the itt! map ten 
will s« EkLfcs'ue Hospital NmAing. PotiLioti the TOrker pwse the hospital NinAd Pnna 
■tENTIItA 1 In travel iherc 

Not. You are audtoriraJ by the art* to travel to bxnti™* that -jftwt ur|jets fto to m the (rarte* 
4-nd any *kii«ss Furnished liy lit lefe system 

N, * von are Hinduism from of fteLWvc HiRjutaL. PttotUnn Hw marker near the bottom of the 
nyhi wall and it vrkll [tint into an anon Prrvv -teENTER^ 

Here is sshere you* target hk* t hole m else wall of die hnsfifial Press HUNTER► to go 

inside. 
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Ptnitjon live marker uva the toe of the dead man and pres* CENTER*" Note has name 
(Hi: NO DA VIST. Press CENTER** to tael; vp ■ 

ftsyiion the marker over (be dead nwn’+ fact and prew, -CENTER ► Watch until the bahy 
( «fbi eat your face 

lYch* «m avod dying by pmamg '•ENTER*- » tact wp jum before they eat vCUf f«se I 
After you die there n ii| be an announcement Pre** -aEN TER► twice to gu tael to Ehe game 
You are outaide the hnsfhtal again. Pre« Taft for inventory 
Select MAD. 

ScIml INFO 

Type Rhw Davi* and press ^ENIB^- 
Prew Han. 

Select Tracker 

Either watch Ihe target ■ the hospital again nr press S to skip ahead to cmmfljtately afleT toe 
target leav« the hmpuid. 

Watch the target move ihruugh the city Ke*t you will room In Trauty Church. 

R^jjhf after (he target leaver tot dueb, press C & do* the ccnqtoKr 
Preai FJ to travel 

Move ihe marker down and liral Trinuy Chureh- Fres-s ■•P-NTER** lo travel to *ht church. 
PirtdMjn ihe miriter over die front door of (he church Pres- ■•ENTER*- 
Poalion tiw tnnrLeroter the saj*ik ManJ where rhe target went <«n toe left). The marker wall 
change W * magnifying giro, prevs, ^ENTER^ 

PowIkhi (he marker met the matches uaJ pe«i ’•ENTERS to tale one The marker will 
become a match lAntiion the mirier over a candle wick. Pres- •ENTERS to light il. 

Lnter you will get a due that talh yon whir to do here, but ft* mu*, move Ihe marker tu toe 
bottom of (Iw screen and ii will become an ajcu 1 *. Ptcm, "•ENTERS twice and select MAD 
from aventwy 
.Select Tracker 

Watch the chneh again or press $. in ship. 

Meat yuai go to a bar m North Braoidyn Watch where (he target got* m*ide. When the target 
leaves, press C (o clow the compuacr and press !R3 in travel. 

Find North Brooklyn and travel to (he bur 

fVasiMi the marker over die from door of toe bar amd pres* CENTER ► 

JAnmon toe marker ever die ddvpiK it Sell and presd CENTE R ► fdf a dose-up. You will 
be interrupted. 

Watch until ii is your turn, in tor®* (he knives at the tag bine nek r The otyttf u to get one 
knife between *reh set of tinge fi I four total i. But first. throw a knife MHwdr of the hand area 
You wiU be thrown ourude Go hack inside, position the market over the knife table and press 
•ENTERS Throw a knife and btt a finger. 

After you die. try agon and do tt right this nme, Aim carefully. 

After winning. watch the secret signal that toe tarxender gbres you (three flushing mntioei) 
Tim will be useful laser. 

You have pm raj yow worth to (hew (hup *nd may now pUy rbe video game □jadauurtsed.. 
Position the market met the video game and press CENTER ► 

Read the iratructinn*. 

Flay the game 

The tmporwnt tonga here are: 

Tta nur itself. The lot JLMUjf (he magic squares. lr Thc conreci pash leads you to the kewpw 
drills." 


Take the shorted centred pah to the end of the rrtajtc. Along toe way , you will dep on three 
magk squares w hi ch wffl knock over (hree heRr'™wmttot which dolli are bit and in what 
uftler (child one nsp row. second one woond row, fourth one thiol orwf. Frcii wENTELRw to 

oack up. 

"select M AD from inseMory 
Select Tracker. 

Pie nrjtrr guc* » Proaprct Pui oeo. Wmch iliis itnrd u ends then press CENTER ► 

Press C to vkive computer 
Press F3 to travel. 

TrarttE to thospecr Park. 

BitaiAi tfw market m (he cemer of die arch, pres* srENTERW 1 

Fcrtilion the market over the tkmr tn wbith the target entered I women’s on the kli) Press 
-ttENTERh' 

Move die marker to toe nghr sn.tr uirtil u iu™ i&ip an arrow, press wENTERW Go to the 
CLMnmode the target weta to (The Uq ope, ii ha* a peacr ivmbol over il.) 

PcsiCton toe marker over the commode, press -ttENTSRW- 
FVwnion toe marker over (he toilet handle 
Pres' wENTERw to flush. 

Muie the flushing mcKion die same number of time* a* toe hurtccider dal in toe FLutoush Bar 

i ihrec i. 

1‘i:doryruuiyJ Mire: This oure iruiitbcs the maze nt the vAn game m the hat. 

Wrn start art the wme ptace ys*i did when play ing toe game Everywhere (here wt>*. a ougic 

sqitare in the game, (here i* a keyeand m toe rwinds Move around. eoUectmc ail 12 keycahli 

as you work your way to the end of Ihe ermte 

To lake a keye»rd. positwei the marker over * and jwtvs, ^ENTERw 

When you get om of toe mare, you are at the grmtxi. 

Posickn toe marker over toe shiny object on the dock, press ^ESTKfO" 

FssviCicro dw ma/t.nr user toe mcikllion and press -HENTER ► to take tt 
The meda|]Hint n now ns inventory 

fVisiEioo Lhe marlrf «Hf the cave opening and press ■d&NTER► 
hrti FI to wbd travel 

N<1ice your IncaUuni sun the map (find Lhrt Xj. 

Travd to Crawy Edand- 

FoiitKui die marker over toe botHhc op the Icfi vhJc of toe a teen, press CENTER ► 
Pt'situsn die marker over a booth nrwJ tfy a gamc- 
1 ry ull three games. 

Try m knock down three targets- 

Xih K'k dkrwn duet kewpves in the cune order as, m the video *jjhe i Lined one rop row. second 
•uw seccual row, fourth one third row j. 

^■■hen toe huckster eyes you suvjMciously, wkei the msvJalJion, I rum [nsciuucy. 

He wHI .|ct you a data card as a prize. 

SAimShwi the marker over die data card und press CENTER► ru (ike ii. 

Read tot pttesm pi ihc dura card 

Vi fKti toe orbs mtermihl with on overaidc, press WESTERN After each mcs.sagc press 

^EKTBRw 

Ahcn ji is unit to enter (he name of the perenn ytao are truckrng. type anything, ys.iu are 
doomed to fail this assignment 
Watch ts you return home 









Day 2 
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Day 2 tegHii like tJa> y. Ton'll get jejuf js^pmneni, tpaii M AD and watch the Tracks* 
Witch (arpets it (.band Ccreral Terminal, When. they Icire C-raod Central and it iwara to the 

map, preas C (d close CMiflUfer . 

Tea cel to Grand Central. 

I\nuwri the oiirftf r over ifte vent it ihe leh Nnjiim, press •ENTER* 

Afree reettf what k (here, open MAD lfm*n Iniwnire^J, 

Select Tracker. 

Fotluw (he ULtgn to the Wretched: Etcess nightclub When target movement <?“K Pt™ 
•ENTER* Preaa, C so cb*c computer Ita K3 to travel, 

Travel to the Wretched fUra». 

Fashion the marker OTCT the bomarer, sate Jtn name (Louis Redman). 

SdecL MAD. 

Select Info. 

Type Lours Redman 
Select t5a.ii 

Press t’ lo ckwe cumpmer. 

Position llte marker uv*r the alley, presr "•ENTER* 

Mow the marker op iuit:l it ruffti ioo an op ■nr™., prew ■CENTER* 1 ' 

Follow direction* it Mftfrm nf screen. 

When you get cto« enough cr> *b slky punk, press Ihe Spacebar to Jbt him 
There tor lour alley purita. The he one has a gun. 

To ben him. witch hw gun 

When li drops Iw, jump. When U pus* high, duck. 

Alter you hn ben. you wlII be ;n Ihe fvnV club 

When you see the bund, you need In tlkk the rtfce dtf the perstm you are (racking 8e sure to 
tire ynuf game fervi ot caie you click a urjrmg rc*e pf yisi wdt hit e to go bock thnafgh j*mk 
alley to gd ttoek mu*. Sotiukn: Everyone a wearing de-ssgtief fttbti cSjCCJH (he one that prvt 
ran in of! the street l.ihc person you ire tracking) dick the bmwn tabs. 

When she hk» you with her put sc. a key card will f.ill ran of rt Quirtl) posit™ the marker 
over the keycanl and tike tl 

After you are oulvidc again. *cta;i MA'I>. Select Tracker. 

ftasuon the marker over die middle latgci rnd presi "•ENTER* In (eg i 

Follow second urge I In Ihe deli 

Notice which buLkta board he goo to- 

AUcr he leaves the deli with the scrambled larger, press C n close MAD 
Travel to (he dell. 

IHihu& ihe inubtr over She ii>or and pm* • ENTER* 

IA .-i.il ii <ni ibc marker over a bulletin board Mid read u. taut™ the marker over the other 


Njlktpi txmnJ ind read bl 
S elect MAD firm uivetuorv 
Select Tracket. 

Witch as (he (atgseti go u» Strawberry Field* m Central Park. 

When it ZLMtn m ctoer, wreldi closely ei die tat|jra enter fiwi the leh center cK the setun 
Then rhe> nun nglu ind go between two irees. 

Ficm C m clow MAD 
Travej to Sinraberry Fields.. 

The targets wenl through ihe Mtes pn the riyln But before you do that, Ffcsuuun the marker 
over the ugn and ptr» mEnTBB,* 

Pres* ■•ENTER* n hack up 

15ew •ENTER* afet (he waftiettp message 

There are '2l possible paths to uir Each sine has s land mine etcep( (he one ibc in n m ife* 
Hacker took. PWk ■ wrong path. 

Aher you d«. position die aiMker tsetwwn the two ties u the right. Ritm •ENTT-R* 
Select MAD from invewofy. 

Select Tracker 

W'jloh (he (it|teu gn by the ciomset rlf you put the tisarkef over Ore cimusd a will ray 
ciiotisdl Ji fannm nf the screen \ The targe it go left of ihe iar<iuw.l hciwevn |ia>i red bushes. 
Close hi AD. 

ibisiUcHi die marker between Ihe tw red buiftc* left i*< (hr (WMtel. Press •ENTER* 
Select MAD fretn ervetnory 
Select Traeker. 

Wnich the urgeis take the yeBow paUi to (he nsglil of Bethesdb Fotutum 
Ow MAD 

l‘"Vilkwi the rrurVtrf over die yd tow palft In (he right and prf.i •EhTTER* 

Sel«[ VlAD f rom insrentory. 

Selet( Tracker 

Witch ihe imrfetL ^ off ihe lop of die screen and the map Hip iu Ncnih Centra) Park. 

A iich ihe laryrit go to the left of the hiiuc and bccu ccr. ih« red .m. I htoe green tauhef. 

CU»e MAD. 

Pi ■vsiicrn the marker between the red and blue green buvhev than are K> (he left of (he uarue ukl 
pte« •ENTER* 

Selccr Mad Inwn irtventwy 
Sckct Tracker 

Wgich the catgciv. go brtw^u the jtreen tore jukI reddisli iron on die oglu, 
ilore mad. 

I^kkmi the nwrber be(*wn (he gtren trw and reddtih tree on the iifhi ami iwr.w 
•ENTER* 

Selnci MAD frwt irrvetitory. 

Select Tucker 

Waicb the target' gc» to the green bush on. the left 
Ctore MAD, 

Fknjttnn die mitrkfr over (he green hu^h cut d* toft Pre^ •ENTER* 

P+"iuui die marker mtn the erowbar. heaa •ENTER* la p«( n in inveikofy. 

Press •ENTER* 10 back up. 
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SeKi MAD fmm inventory. 

SeJeci Tracker, 

Wureh the urpeis po between the two Wi*c huihes and the rod bu-^i 
time MAD. 

Pi t=i: i ii *n He marker between the Iwn Wue hwhe* nfld ihe red hush io ihc left of (he ogn Press 

-RENTES*- 

Select MAD fmm fwreflWj. 

Select Tracker, „ 

W«tti the targets take Ihe yeito* pmh around (he right rtSc of ihc like. 

Clare MAD. 

hi-itiwi Hunter over (he yelfon* pwih In the ogh* of ihe late, press CENTER** 

Select M At’ from inventory. 

Select Tracker. 

Will hr Uie urget* go beiween the red nrid the pink fcnufi k 1 the left of Pnspitnt N-eedfc When 
large! mmeirtCni ends, press CENTER * 1 
Ooie MAD 

PUbUHWi Ihe rrartfi hqiwaen die red and the pml bu-di m the left of Cleopatra's Needle Press 
CENTER ► 

is 1 ihc marker over the head «r ihc dejd nun. pre--- rt|-.NTh.HN\ ftssariao the marker 
over the rnin'ii forriaad and notice (hit* 1 ‘p" was carved * ith a dull knife. Preis NTER ► 
to bark up. 

PDMtinq ihe ma-rker over the junk on the ground, pros. CENTER ► Nature the dead nan's 
name <m the haraferkchief (H Osborne 1 and the name Anna . 

Travel 10 the deli. 

q*i inside to the bulletin braird that H Osborne urenl to In the Packer . the one cktwsl to the 
tuck wall 3 

Rcail the mole 11 . Osborne le ft dicre and gt( his fiisi (tame, (Harvey is die only note (hat a 
ii^prii by j name ihnr Mam with an H 3 The irte is 1 reference to what they saw in Grand 

L'efllfml. 

ScJeei MAD. 

5c ten Info 

Type Harvey Osborne. 

Press repeat 

Type Anna Oshewnc (the girl: from the WfekM EinaJj- 
Pths repeat 

The Dma Card poem -:nJ "Phil u trouble . "The scrambled utget ihu killed Bnvey L'arvcd 
a p in Ins forehead amj Itaivey tried vs write Ihc WUet's lau name on. (he rock in hlorei. He pa 
as far as Coo and * verticil line. Type Phil Conk 
Prtu (lit. 

Select Tracker, 

Tag the third and list target: at Grand Cemral Temwu| 

IfollcrtV the urge! to Ihe museum 

Traci ihe path that he takes ihnnigh the museum ret Ihc imneinti diagram ifui tv cm flic tuck ol 
ihe iitap (hat came with (he gome. 

Close MAD. 

Travel to (he museum 


Powoon dhc Btorkcr live# ihc right Htfc of (he museum When die irtarLor becofrEi an ano*, 
pn:w ^FATTER► Nntke the Imek door is irkwd and ysxi Jnh'i base n key. 

Tmvd to 31 a.rvi’s and Amu's apirtmem on ihe tipper west uj* 

F'r-.ilmn the murker over ihe from door, press ■^EfvTER*' 

Portion Ihe marker over the apsurment door, poet.' "OtiM ER► 

Pkwihofi the marker over the tsnion 10 the nght«( die dime, press CENTER ► 

Psjsnaon the marker over the body, press CENTER► 

Press rtEMTtRiv- m hack 0*11. 

ftisiitoft the fiiarLet ttver ehc nek, picw -^ENTERw 

Howuoti ihc inaikce over ttar bey. prew CENTER ► to lake rt . 

Travel to ihc muscvni 

Go to (he hack, door and select the key from nircinury. 

PtwilHsn (he -marker sw-er die t^ten door, press ^HNTtk^- 

Wkw (he same route through ihe miumm that the target in, the tracker Emob, 

Whtn you jei id a locked d*w, po&moq the marker over ihe dour. Pr^s -kiENTER^ 
ScJert a key-card from invenoory. 

Wrlien Ihe door opaii, sjuit ldy poMiiun die nmrlxr tree# the 4 km™ay. Prew -^ENTERib- 
'■Atten you gel 10 ihe big uooden haired tav.ie. select ttk? creiwhar fram inventory. 

C.et the monsaer kill you. After you dus. you w ill bet buck m ihc barred dour 
Select the ciosctui trom insctaury. 

Before dt qttmjWT reaches yng. scfcsl the mcdallioti (mm inventory. 

After the nmMer icires. p> (hniygh the barred door and follast the hall to ihe end 
'Aten y.iu jei to the room "J-herr Ihe eiplovton mis, pwinon the marker river Lite blackboard 
vn die lett wall Previ -AENTER^ 

Fluv shnu s the local mn of tomeihing importinr m an apantrtem that you havcnT been in yd. 
Preua CENTER ► Id back op. 

Portion die marker over the dead man's arm. pfrv.- a£?tTKlt^ 
take ihe purple modirk. 

^reice the tanoo diagram on ihe man's bmep. 
ilecl TmvrL 

v™ uiL he huerrupied by an oeb override. 

I his rime you know rwo name* rHarvey and Amu Ckbornc) but not Ihe third. The tsrh* send 

ytaa home. 


tt 'atcli the tracker until ihe largct Leav« die cemetery Prevs C to eluac MAD, 

T'nivet to Greenwsved Cemetery-. 

Pusiriou die nurier over ihe era ranee and press rthlKTER^ 

Taj fiiai ihe dead orb. 

The iifh is truck irao ihc ground on ore: of ihc grave*. Mure (he runic on iftat grivcsiciiie cTiin 
tunes!. He is not in mfo hecuosc he n deceased. 

Gu to the tneher. 

Follow the target to ihe theater 

w hcn the target leaves ihc (heater, close MAP. 

Travel to the 1 heater 
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Notice a poster cm toe Tijtfii mic of to* toeater Fw iiftm the marker creer the poster and [we*.’. 
FYtii CENTER*- u> back up, 

Fusil iun the market ewr (be onnroee to toe theater nod press ■dENTER*' 

Follow the path (he uttgft wok i to mu^i (be tomf e* the nighft wall!. 

Ptiiithn the Pi*rMt aver (he picture Lhe target stood m f«™ of febe Wacki'whire fae#j 
Pres ^VTER ► to teifiDVr the picture. 

Press CENTER► for a cWi leek. 

Play wall (be cypher kxk (jew den - ! kraw the rode yet) 

Press CENTER* to buck up. 

Select (he Tracker from MAD and follow toe target is it mens (he scramWed Wrfet and they 
go to toe pawn shop, 

Tnd to the pa«ro Jwp- 

p-rtUKsn the marker river toe da«. Press CENTER*- to gn inside. 

PosiiMfi (be FwriteT ever (he fittm Loutner, press CENTER ► 

Posiikw (be mirfceT ewer a badge and pres* TESTER ► 

After you die. travel to Trinity Church. 

Go i» (be candles cm Ibe leh flike toe target in (be tracker dull 
Notice the crow, on the front of the d«w above toe candles. 

tujiu (he candles in (be same pattern as (be unci' oti the museum man r s arm (row I hiB b t. 
row 2 camkle .(, tow J candle 4* 

When (be iV-vn 1 itperu, lake the module 
Notice the srytbhnls Lin (he inside of Ibe door 
Pres* ^ENfTERto to e.Minpuivh lie l jjkUcji 
P rew ’UEKTERto Iwice to leave toe church. 

Travel to (be pavro shop wad go up to ihe raider. 

ge-leot ihe badges that match (he symbols on the srcrei draw in (he church i cross. I vertical bra 
n*cib 4 horitoiKal lutes, totn 

rndcr Ibe pawn vhep, puaHioti (he marker ovrr tbc sign abuse to* Jww and prow CENTER ►. 
Press. -dENTER*- to bac k up 

EtisiUm the marker over ihe picture amf CENTER*-. Try to (spire imt (be combinen*n 

that will -ifcn the .J.wr front dues in tbc picture 

Try a «in| number 

After you die. look at the picture again 

Hui[, turn upside down are! loot u (be screen Answer toe shadows form a * I Prm the * and 
ihcn the I. 

On up in- toe ummd picture and figure out the ranhunalwn, AkW- Halloween »c«t lO -1 
Press ihe L (hen 0, (hen 3 < (hen 3 

(Ri up (u die third pKturc ami fiptl wr dur comlxtown. Answer: jui ro toe left of a 3 & a 2, .t 
+ 3 - fy. Jusa io the right of a 1 is a J Press ihe l r then 6 . then 4 ■ 

Go up io the fourth picture and figure out the corobmatior Answer: Count toe «cms «i each of 
the dead twigs in toe via*. fctew the 4 then 2 (hen 5- 

PowatHHi the marker over the Arad perstnv, press ^OfTEt ► Kooce the name on the Imct of 
his robe [Harry ), Press ^BNTBRb to back up 

ftouuott Ihs marker xt toe right aide it the end of (be haLI. Press -^ENTERto. 

Eight Phil. When, tm arm gum high, duck. When his arm goes luw. jump. WTien his nisi pm 
u on position, punch. You itu> have to fucwl Jus panebes several tunev 
Be patieiK tidim st»ri ucne yew will win. 



WTnot Phil ts r positran the ttnukcf over the note Phil dropped. Isresv -^ifcNTERto [Fbii 
juj stole (hat nwe ftocn Karrs afiet tm rnuolFred him ,} 

Read (be note and press -wENTERw 

Fmsljon the riurker at ihe top of toe stairs and press ■wENTER*'. 

Sekti MAD from utvimiwjv Sefect Info. 

Type m Hairy Jktoe* tThe name femes comes from toe name on. (he pteuk: Tim bines. 
Tim, killed by toe orbs, was survived by bn father, Harry. fUrry killed in orb and stuck >i on 
his son's grave Phil lulled Harry because he needed tit cismbuMsoii to Hurry's safe to ueial 
back the enk to his. corapwier.| 

Travel lu the theater an Tints Sijiiare Go to the nflice. Go m the cypte-r Luck and type in (be 
usmiber on (he nrtc (S4J7Wli 

to the game, if you farget toe number, you can hack up. use your MAD. udect Info and type 
Notes 

After ptnung the cede number m the cypher Jock. pisKum th: nwker i»cr Ibe -CENTER ► 
hobon and press -wENTER^. PocHnm ihe market over the nmc nt it* safe and press 
-4ENTERW- 

After reading toe mr?. prw CENTER ►. Back up iu the nffire- 

Travel iti die- Empire State Buddutg Ftmtitw toe marker roxT the Front dcor, wtn 
-^ENTEHK 

Pusimm ihe marker over Phil's, compuicf. press wEHIlib. Posriiwi ibe mailer over ihe 

tHtfatff button ad ihe bottom oif ihe oompuiet. Press -HUNTERfr 1 

After tbc computer boots up, type in i lie uculc shjt was in llie safe (GCUCCj. 

Lf jiHi forgrt dheeodt, ycwcaniype bye, ikek upto toe LirtiKiethebsiiidog, itreyow MAD 
and select Enfo. Type Nutts and yon will see si. 

Click cwruLnwe. Click Alpha. 

ink Seem-iiy. Click SpcctaJ Security Click HaLl Paarol Gick Special Secunty again. Leave 
'I vet to Hall fbirol Tlus nne programs (he rot>.K that you saw ^milling toe skwrw-ay m the 

hc>sptul. 

1 Jsk (Jrb lAutoctiun Cl«k Room Security Leave ihsv one set in Orb Protection Thu one 
programs the robe* m a hosjutal room ihaa you haven't «en s-et Thii, pn.igruns bun to >uy 
* ito toe orh when tt leavin toe room you wwm to go in mitcad of slaying bcliimi and guarding 
ihe room, Gick Return 
Click operatnsn Click rent in. CUck return. 

Click Bela Cliclk fleet numiefiaoct. Oafk Bmldinp repair Clkb return CLtok sL^ppiy . CUck 
ittu.ro Click re nun. 

Click Gamma.. Gick secumy, Giek grouod patrol, Oi^ air defense l^-avc toss oor set in 
tarevond Patrol, Click return. Gick operalton Gici air spuluy Click return Click return. 
Clk k Delta. Click sccunty. Gwk acc«4 securuy Gkk ugnal tracker Follow toe uisinucuotu 
until yew die. 

After you die you wt|| be at Chclt* Security Lave Ihu lWc set in Sypisil Tracker OkL return. 
Click operation. Cturk Uwivmitt=T Gick return. Click ttrnn e«npii(er check, Gick return 
Olck retnm Click return. Click qua. 

S4¥e game 
Sfktt trarel. 

Vou will be Lrticframed by (he orbs ngtin. Type in toe taiget'i nwne (Harry Jonesi. 

V<n remm home 
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f raeknf starts ai Orb mam ct*ngwicr room. 

Trt fitid die cargo tlw illegally uwd the computer. you wiE Tlrd tfadt the w&mJ rrom the 

/yte<napfcn«uibHll% , „ _ m _ 

You will »owi see the signal k*re IN; mans computer and go irto (he buffer. Then yw will 

acKwn (n ihe buffer 
Follow Ehc matmetion*. 

After yOU eh ihe correct iijiflil and fl is anaJytcd, you will follow it in res source 

You win we the upgei in Ptul's office he ihe Empire 5iaie huildiing (0 S 1 * 5 * 3 f™ 1 fbe m £ ht 

bclkau!) 

Watch yourself leave ihe Empire State building and go home 
After target rcmvrmciit ends, pre» CENTER*- Clow MAP 
Travel 10 Harry''; upufTmerti {Hi I be tmoom of Manhattan Island! 

the nurfcre nvut the from #nf and press -*HKTERto- 
JAsmIk'h the riiirVc r over dw door to the apsruneni and press ^l* ^T F’ R ► 

FtMMsco Ure marker where ihd diagram on the Mackboiid in the raucun w*bc»irtl i r*tm M Uw 

left back! press CENTER► ^.ru-mew. 

Select ciuwtwr from inventory. Position the Bulbs' nrer the itieJuk. press 
Trivd Hi Bellevue Hospital 0» inside The «b« should be gone from lit* doorway 
Portion Sur marker cnet the doorway. pres* ^EN'TER^ Wauds until you aft kKlctd in the 

Portion die market over die pile, press WEAFTER► Prow to Utk up. Posithm 

the nLLflcr over ihe grate and press ^ENTERS- Select crowtw Irutti mwrUory , 

ftuiuoa the murker «ver die control panel rothc left of the ladder and press -BfiNTERft 

After you die, look through die gntfe agam 

WaU uoiil the rotim and die orb terse- 

Pt»itkm the nrurier over ihe control panel. f«st ^ENTERm- 

IteilkHi the eturier orer die red module and press '€NTERP 

Kvdvm. flic marker over the red handle Mo** Hie marker down w Uh Ihe key pad ro move the 
handle tferwn 

Poutkan the malfeff over the ladder, press ENTERS- 

After you die, pehilion die marker over Ihe red haJidfe. Move ihe marker up w ith the keypad 1o 
move ihe handle up. Pdsilmo the marker over ihe ladder, pres* CENTER*- 
Climb yw way through the rmue, avoid touching. Ate purple hire MM the t»h* oF eketneny 
Try to gel io the window at the upper left. 



After escaping from the hospital. travel to Grand Central. 

Ivositkifi the mirier over the sera on the ich Press CENTER► Scfcci flu; crowbar from 

inventory. PimEiun the nsj.rt.El LTV*f the opening |ei flic veftl Tift** STEEP- 

pUMtiort the marker over (he ship Press -BENTiiR► 

Select each >f Ihe four modules from inventory 

PtMtimn the marker twee Ihe red burton to Ihe left of ihe view screen i Hires ship ool PlT“ 
--FMERP- 

Poskjpn (he marker over ihe buretm at the base of the view screen. Press TESTER* - , After 
you die, turn the ship on agiun 

Ptniiirn ihe marker over Lite big bunnn mtder ihe vew semen (elo*e hatch! 

PlftiiMll die clufkcf over lhr big burtun lu the Left under the view screen (nhrnSJrm. Youcatt'i 
get otn because the waU tioor n cloved Pim'.iun ihe vhipoier ihe laodlng pud. Li will auiu-Laod 
and you w ill see the cockpiE again 

Pasukon the marker over the busnm at the base of Use view vcrecr. Press ■UE'.MTliR ► 
Posiinn the martcf over the vm* wrecn SYesv ^E ; Thh mevvage is in orh language 

and just LtaJh-ates Liu.I the wretr is cm Prpvv ^EN!TJ V R^ lei boci up 
ftmtKiti ihe marker civer ihe red budciti tn the righi of the vi*w screen iarm bomhyi 
(^arti (he nurier over (he Nj tHrilnn io Lhe ngfrt under Ihe vie* screen (-opens wnll doori 
Use the keypad to Fly (he ship nul Ihrough lhe open tkoew. 

Eirsd ytwr wuy through the mare To the end Hint Don't iry no fly mo fau through here, ulic it 
vJow. Correct path: Take (he righl turn ai ihe first Y. On the second screen, taie the rmu left. 
Then heir id ihe right Hop path ituu ecitv ihe ri^hi side of screen i on Lhc nc ■.[ vereer, Lake the 
noddle paih up Follow ihcv paifi a* lar js ri jrocs 

.Alter yxm reach die end. walsh until you see Pltil take nff m his ship and you we yi"U tJQckpU 
jyaiA and the ri.rl.er appears 

I'uvitinu the marker over (he view screen and jttcm ^EiNTER^ 

You will see a time 1 ’up of the view screen map wills your vh^r reprewnied by » top down view 
■:rf it You can no* bomb (hinge 
You have four bombs 

There are four orh suvsngholds that you need to bomb. These are the four sues ihu were in 
Phtl's computer. 

t. Alpha; Bellevue Hmpiiul The mbs are using the hrtspiial to c vpctirtad* os using humans as 
■i lucid Muec and most of the cubs are ciinccntruied here . 

2. Beta: Grand (fenlnl Termirul. The bib fleet of spaceships cur 'lured here, tncluduiy the 
muttier dirp I'Remcunber Haney's mac in (he deft. "We saw Ihe imither. 

J. (iamma: Still* nf liberty This is where flic urbs nuke the red yas (llaE they poflsite the 
.lUnospbere with- iRemcmber ibe data curt) roesss^e. ,L Pesimy the |jdy..„ f " i 
■f. Ihrkui: The Empire Stale NukJing The (>rh AHunee r s M-iin C<*npuS!cr is locaiett liere 
AvtueJ Phil’* ship white you bomb She four sue* 

Alter you hrt ihe fourth «ne. you are di*ne. watch (he coding. 

Chur more Ihiog you can try rv to deMnry your jpine m Phil's office. 5eteri Garnnw Securiis 
and change from Cumin.! Patrol (0 Air Defare, Nrjw try to bomb ihe Statue «f Liberty 
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